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INTRODUCTION TO THE ATARI 7800™ VERSION 
OF F-18 HORNET™ 

F-18 Hornet™ is a one-player fighter simulator in which the player 
pilots a Navy F-18/A Jet through a series of simulated combat situations 
including carrier takeoffs and landings, bombings, strafings and air combat. 

In each of four missions, you are confronted with a variety of oppo¬ 
nents and must perform a series of combat objectives in order to achieve top 
Naval Aviator rank. Prior to takeoff, you are given flight orders from the 
appropriate Command HQ (depending on where in the world the mission is 
flown). After receiving your orders, you must successfully take off, fly the 
complete mission including execution of your primary objective (bombing 
enemy HQ, dropping supplies, etc.) and finally land your F-18/A at the 
designated primary landing site. After completing the mission (or crashing, if 
unsuccessful), you are ranked according to your performance in flying the 
aircraft, defeating enemy aggressors and completing the primary mission 

To Begin 

1) With power off, insert the F-18 Hornet™ cartridge into your Atari 7800™ 


Start 


The title page showing the F-18/A Hornet should first appear on the 
screen. Push the left button on the joystick control to advance to the select 
mode. A map of the world will appear, and below, instructions to select a 
mission. Use the joystick to select a mission and press the left joystick button 
to start it. Keep pressing the joystick forward to read the complete mission 
orders. To bypass the orders, press the left joystick button. 

Controls 

F-18 Hornet™ uses both console and joystick control. It assumes 
your joystick is plugged into the left controller input of your Atari 7800™. 
Note: you must use an Atari 7 800 ™ joystick incorporating both left and right fire 
buttons. 

Console: 

Reset- Starts game. 

Select- Landing gear up/down. 

Pause- Pause game. 

Right difficulty- Eject. 

Left difficulty- Drop payload. 

Joystick: 

An easy way to remember how the joystick works is to think of it as a 
throttle when the left button is pressed and as a control yoke when the left 
button is not pressed. 

Left button on: 

Back- 

Left button off: 

Left- 
Right- 

Back- 

Right Button 


Starts engine and increases throttle whether flying 
or on the ground. 

Decreases throttle when flying and reverses thrust 
if jet is on the ground (used for landing). 

Moves jet left. 

Moves jet right. 

Moves forward if taxiing 
Dives if flying. 

Turns jet around if it is on the ground 
Climbs if flying. 

Fires missile. 









Take off: 


To take off from a runway hold down on the left button and push the 
joystick forwaid. This will increase your thrust When your speed 
gets greater than mach 0.32 release the button and pull back on the 
joystick. Once airborne you can control your altitude, direction and 
speed with the joystick. 

Note: remember to leave enough room on 
to get airborne. 


t the runway for the aircraft 









pulling back on the joystick) and move up to the back of the carrier (which 
will allow enough take off room) If you move into the "X" on the back of the 
carrier a sound will indicate that you are locked into the catapult for take off. 
Note: slow yourself down well before reaching the aircraft carrier. 

To fire your missiles push the right joystick fine button. You take off 
with a total of 20 missiles for each mission. Targets are tanks, jets and 
helicopters. Destroying all targets increases your ranking. However, 
if you miss, avoid colliding with the target since this will damage 
your aircraft. Your radar display shows a long range view of 
approaching targets (see diagram). When a target is in range the left 
center light of the panel (see diagram) will blink. When the target is 
''locked'' by computer the right light will blink. 

Note: to shoot moving ground targets you can either land or fly in the direction they 










Refueling; 

To refuel you must land at designated fueling areas, as marked on the 
mission maps. Once your aircraft comes to a complete stop, refueling begins. 
When you are completely refueled the aircraft enters the taxi mode. 

Note: there is no limit to the number of times you can refuel. 

Payload: 

Your F-18 will be carrying either supply cargo or bombs, depending 
on the mission. Dropping the payload is accomplished by using the left 
difficulty switch on the console. Throw the switch when you are directly over 
the target site. If you hit the target you will either hear the hit (cargo drop) or 
see the flash of an explosion (bomb drop). This will not happen if you miss. 
Note: if you drop a bomb while on the ground you will blow yourself up! 

Ejecting: 

Throwing the right difficulty switch ejects you from the aircraft. You 
will save yourself by parachuting safely to the ground. This should only be 
done when you have no chance of surviving a crash landing. Ejecting from a 
crashing aircraft will increase your rank since the plane was lost but the pilot 
survived. 

Note: ejecting while on the ground does not allow enough time for 
your parachute to open, consequently you will be killed. 

Ranking: 

Your goal varies with each mission. Mission #1 is a training mission 
requiring that you fly to a designated area while destroying ground 
targets. The more complex missions have refueling sites and drop sites where 
you must drop your payload (bomb or supplies) inside a 
designated area. 

Your score is based on the following six variables: 

STATUS - whether you've completed the mission. 

TARGETS - how many targets you've destroyed and 
whether you've successfully dropped your payload. 

COURAGE - whether you've flown difficult maneuvers. 

CRAFT - the condition of your jet at the end of the mission. 

PILOT - pilot's condition at the end of the mission. 

LANDING - if you've performed a textbook landing on a carrier 
deck. 

The above information is compiled to determine your mission rank. 
An itemized list is available if you press the joystick forward during the 
ranking mode of the game. The possible ranks are as follows: 



AWOL - Absent Without Official Leave 

SWABO - Responsible for swabbing the deck of the aircraft cam 

CADET- An officer in training 

ENSIGN - The lowest ranking navy officer 

LIEUTENANT - A medium ranking navy officer 

CAPTAIN - A high ranking navy officer 

ACE - One of the navy's best pilots 

TOP GUN - The best navy pilot (achieved by getting "ACE" on 
missions sequentially). 

Special Hints: 

Use the Intelligence Reports to leant of general altitudes of the 
deck, bridges, hangars, etc. If you know the altitude you can align yourse 
well before you approach the site. 

If you miss a target or landing area you can turn around. To do 
land at the next safe area and come to a complete stop. Pull back on the 
joystick to turn around, then take off again. You will now be flying back 


If you are damaged once, your windshield will crack and your 
computer (digital) display will no longer work. If this happens, you mu 
by instrumentation (dials, see diagram). To learn this flying method, sti 
diagram and note the relative positions of the instruments while flying 
undamaged jet. Learning this method allows you to continue your ques 
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